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GENERAL HINTS 


&- When facing multiple enemies, try to identify the main threat 
and deal with that first. Usually, this will be a weapon-wielding 


foe. 


+b- If more than two enemies confront you, stand still and wait for 
one of them to walk toward you. That’s the enemy you should 
attack. If you try and chase down another enemy, either he will run 


away, or you may find yourself instantly double-teamed. 
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: = P Smash everything you can! The levels have been designed for 
a high interactivity, and you never know what you’ll uncover next. 
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Continues you’ll earn. The Continues may not seem important, 
because you can save to your memory card, but they’ll prove 
invaluable when you go to the tougher areas of town. 


-p Don't rely on the Super Moves too much. While they can inflict 
great damage and get you out of immediate trouble, they drain 
energy. 


&- Guns inflict heavy damage, so avoid taking hits at all costs. 
Sliding attacks work well to help you avoid gunfire or knock a 
weapon from a foe’s hands. Make sure you’re properly lined up, or 
you may get a surprise of your own. 


&- Virtually every level contains a weapon of some sort. Take 
advantage of them. Often, they’ll allow you to inflict greater dam- 
age, or attack from a distance. 


$ Once you grab an opponent, learn which attacks take off the 
most damage. For example, Mace can slap her opponent four times, 
and then throw her enemy with i 

any of her grab- Y 
bing attacks. And 

Hawk can knee his Q 
victim into submission. 
(This works especially well 
against any boss character 
you can grab.) 


MACE 


HISTORY 

Mace Daniels is a private 
We pyg zer... is investigator with a reputa- 
a PESSA T | tion for taking on some of 
| Hair: Brun the city’s roughest customers. 


Her enviable fighting skills 
combined with her unmis- 
= takable sexual appeal make 
ee E her more than a match for 
STATISTICS: en any foe. 

When approached with the 
facts of Dr. Zeng’s plan, 
1 Mace was not sure what to 


believe. Over the years, she heard stories about Zeng, but never 
anything that would lead her to suspect him of terrorism. She 
couldn’t afford to be wrong, however, and followed up the tip. 
Besides, Mace knew an opportunity such as this could provide 
many of the things she craved: adventure, renown, and most 
important—wealth. 
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HANK MANSON , HAWK 
RPURIEK MAN ~; 


| HISTORY 


1 In his younger days, Hawk 
Manson spent his time com- 
bating the social ills that 
have plagued the world for 
ages. Experience has taught 
him that, despite his best 
I efforts, his ideals can never 
be realized. Now he uses his 
considerable talents as a vig- 
ilante-for-hire. 

Hawk has dealt with Mace 
on a few occasions during 
his career, and she’s ee intrigued him. When she approaches 
him for help in dealing with Dr. Zeng, he readily agrees. Now, not 
only will he have a chance to do some real good for the world, but 
he’ll have the chance to work closely with Mace and explore their 
chemistry together. 


ANSON 


ALANA 


HISTORY 
In many ways, Alana is a 
typical teenager. She loves 
to attend raves with her 
friends, and possesses little 
interest in the school she 
attends. But Alana harbors a 
terrible secret. You see, she’s 
: the illegitimate daughter of 
¿Male Blends EnA ; | Dr. Zeng and hates him for 
| ae des | A the experimental drugs he 

als: 28-20-28 

ld: 240 | administered to her as a 
EY child. Out of a sense of 
responsibility, not revenge, she vows to prevent him from harming 
any other children. 

When Mace asks her to join the Fighting Force, Alana is ecstatic. 
Despite any doubts she may have about Alana’s youthfulness and 
inexperience, Mace knows the intelligence and fighting skills she 
brings to the team are invaluable. And with the impending threat 
of Zeng, she really has little choice. 
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OMASHER 


HISTORY 


| Ben “Smasher” Jackson is 
one of the most dangerous 
individuals in the world. 
Unfortunately, his immense 
Hick # strength and hotheaded 
Age: 23 nature often land him behind 
str _ r bars. This hasn’t stopped 
Hair; Braun, ; him from earning a living, 
ear though, as the prison he 
Chest: 60" resides in often “rents” him 
a A out for assignments. It’s 
profitable for the prison and 

safer for the other inmates. 
Hawk has worked with Ben in the past, and knows he’d be a 
useful ally in the fight against Zeng. So, as he has on many other 
occasions, Hawk bribes the prison for Smasher’s services. Now, the 
Fighting Force is complete, but can even Hawk and Mace keep 


Smasher’s temper in check? 


ISMASHER 1. 
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ENEMIES 


e Carl 

e Floyd 

e Dex 

e Chuck 
e Hot Dog 
e H 

e Strang 
e Eddie 


CAR PARK 


(OOM OM OR .LpEO E. Y 


Nielsen 
Morris 
Jay 
Leon 
Samuel 
Jack 
George 
Junior 


>> 
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4 
4 
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WEAPONS 


e Pistol 

© Iron Bar 

e Tire 

® Rocket Launcher 
e Shotgun 

e Small Box 
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WALKTHROUGH 


As soon as the helicopter drops you off, the welcoming committee 
greets you. Carl, Dex, and Floyd run from the Gate to teach you a 
lesson. Right of the 
Gate, near the wall, 
find a Pistol and an 
Iron Bar. Get to 
these weapons first, 
or your enemies 
will make good use 
of them. Use up the 
ammo in the Pistol 
first, then use the 
Iron Bar. 


Damage the Police Car left of the Gate to get a couple of other 
weapons to use. The Tires will fall off of the car, and you can hurl 
those at your enemies. More importantly, the trunk of the Police 
Car pops open and out flies a Rocket Launcher—a powerful 
weapon, indeed. You have four shots, so make them count. If 
you’re using Smasher, you can pick up the Engine sitting in the 
front end of the car 
and throw it at your 
enemies. He's. the 
only one strong 
enough to lift the 
heavy machinery. 


Time to enter the 
complex, so knock 
on the Gate. When it 
falls over, Chuck 


LE 


and Hot Dog come out to try and stop you. Go for Hot Dog first; 
he's armed with a 
Pistol. Once those two 
baddies are down, H 
and Strang come from 
the building. After you 
put them to rest, a Z 
Corp Van drives up. 
Out comes Eddie, 
Nielsen, Morris, and 
Jay. After you defeat 
them, the group of 
Carl, Dex, Morris, and 
Leon appear. 


You have many weapons at your disposal here. On the left are 
three boxes. You can pick up the small box and throw it at your 
enemies. You’ll find Iron Bars here, as well. Destroy the two big- 
ger boxes to reveal Health Power-ups. You can damage the black 
car on the right as you did the Police Car outside. Doing so gets 
you four brand-new — 
Tires to throw, or you 
can use the Shotgun 
from the trunk. The 
horizontal bars come 
off the structures along 
the sides of the parking 
lot. You can attack the 
Z Corp Van, just for 
fun. The Tires make 
great toys. 


Your next enemies are Samuel, Chuck, Jack, and Strang. 
Didn’t they get enough the first time around? Once everyone’s 


ae 
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defeated, Jay and Junior come out. Junior is the strongest of the 
thugs— and he’ll go looking for any weapon he can get a hold of— 
but you should attack George first: He’s packin’ heat. 


Once everyone's been defeated, head toward the building for 
your next challenge. You receive a Pistol in the Reception room if 
you enter the building 
as soon as you defeat 
all the enemies outside. 
Otherwise, after a few 
seconds, you finish the 
level automatically and 
won't get the added 
weaponry. 


RECEPTION 
ENEMIES 


e H O Jack 
e Strang O Jay 
e Chuck ® Morris 
e Hot Dog O Janitor 
O Carl e Phil 

e Floyd ® Dave 

e Dex O Spanner 
e Eddie O Henry 
@ Nielson O Matt 


WEAPONS 


@ Pistol 

O Steel Bar 

@ Ashtray 

® Grenade 

O Fire Extinguisher 
® Monitor 


WALKTHROUGH 


In the Reception Room, you can play with a bunch of things. 
First, you want to defeat the four enemies lurking about—Carl, 
Chuck (armed with a Pistol), Dex, and Floyd. They’ ll pick up the 
Pistols and other weapons lying around, so always attack any 
armed enemy first. 


After you deal with TEL 
the first group, Janitor y 
and Dave come out 
from the corner doors. 
Phil and Spanner fol- 
low, and then Hot Dog, 
Strang, Henry, and 
Matt. The next wave of 
enemies includes Jack, 
Nielsen, Janitor, and 


Jay. 


All the enemies enter from doors in the rear corners, so posi- 
tion yourself near one of the doors. That way, you can immedi- 
ately attack one group before the others get to you. This is less 
trouble for you, because the ones you attack right off the bat 


won't be able to search and find weapons. = 
11 
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Speaking of weapons, there are a few lying around this room. 
One is the Ashtray, near the Gate across from the Cola Machine. If 
you damage the ATM machine, you can attack with the Monitor 
and a Steel Bar that flies out among other pieces of metal. Destroy 
the Gate on the wall near the ATM machine to find a Fire 
Extinguisher and two boxes containing Health Power-ups. 


FICIAL HINT BOOK 


Gate Number 2 
conceals two boxes, 
too. Each box contains 
a Pistol and a Grenade. 
The Grenades are espe- 
cially fun. Throw them 
and watch the timer 
count down. BOOM! 
Just be sure to get out 
of the way first. One of 
the enemies drops a 
Pistol. Also, you can 
damage the Cola Machine and free Colas fly out. Drink these for a 
little refreshment, and 
a little bit of health. 


After you’re finished 

here, break open the 
green section of wall 
behind the counter to 
find another room. 


Of course, more thugs 
come out to try and 
stop you from advanc- 
ing. H, Carl, and Morris come out first from the hallway behind the 
automatic doors at the back of the room. Go after H first—he has a 


uiid 


Pistol—and then use 
his Pistol against his 
comrades. After you 
defeat one of these 
guys, Dex comes out 
to help. Next come 
Dave, Smiler, and 
Phil. On your left are 
another Ashtray and a 
Cola Machine. Take 
some time to have a 
drink, and you’ll find 
a Steel Bar in the Cola Machine debris. You can smash the stat- 
ues near the automatic 
door, but they yield no 
weapons or items. Do 
it for kicks. Now pass 
through the automatic 
door and head for the 
Elevator. 
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